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[ickeyhasa 
dog gone problem. 

Mickey Mouse, Donald Duck, Goofy and Pluto were playing ball in the 
park. Pluto goes after a fly ball—and disappears! Mickey discovers he’s 
been “dognapped” by the evil Emperor Pete. With his costumes and 
powers, can Mickey survive MgBSgamk 

the peaks and valleys on H 

the way to Pete’s Castle? He’s BRETS % 

counting on you to help 


save Pluto. 

© Disney © 1992 CAPCOM USA, INC. Game Boy, Nintendo and Nintendo Entertainm 
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Hey, everybody! IVe just wrapped up the 
first issue of my very own magazine, and now 
I'm ^king a quick trip to the magical mountains 
of Nepal, where it’s rumored you can find a family of 
abominable snowmen who are actually quite nice. I can’t wait to see 
what else I find! 

Putting together the magazine was lots of fun. Of course I had 
some help from my friends Wenda, Woof, and Wizard Whitebeard. 

Even Od\aw had something to add. 

Inside you’ll find all sorts of excitement. You can hit the road 
running by reading Wizard Whitebeard’s Wisdom, in which the wizard 
reveals some clever tricks and the latest slang. 

Then check out “The World of Waldo ” which focuses on someone I'm 
very close to: the man who chronicles my adventures, Martin 
Handford. 

My canine companion takes a turn in the spotlight, too, in “Woof 
Tales,” a terrific comic strip. And Wenda has invited you to the Bijou 
Theater for a “Monster Movie Matinee.” Ooh, scary! 

■ You II also meet some of my favorite explorers in “The Waldo Hall of 

■ Fame.” This time around we’ll look at Christopher Columbus, who 

■ opened up a whole new world back in 1492, and Marco Polo, whose 

■ trips to China inspired Columbus. 

I And there’s even morel In the meantime, my train has reached its 

■ destination, so it's time to say hi to the abominable snowpeople—if 
I I can find them, that is. 

I See you next time! 

Wald 
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Join Wenda at the Bijou Theater 
for a round-up of classic 
creature features. 


The creator of Waldo and his 
friends steps into the spotlight in 
this exclusive interview. 


1 GREETINGS FROM... 

A few words from Waldo about 
his new magazine. 


Here are three ways you and your 
friends can communicate without 
letting anyone in on the secret. 


The wacky Wizard presents the 
hottest new slang and some 
awesome tricks for you to try! 


16 

COLLECTOR'S POLLOUT 

Waldo and the gang are featured 
in this special group portrait. 


6 

Check out the latest Waldo stuff, 
including ties, books, and more. 


18 

What happens when Woof meets 
"The Monster in the Dark?" Read 
this comic story and find out! 


14 !?0'S CANE JODRHET 

Blast off for Space City with 
Waldo and meet a hungry, two- 
headed jogger! 


With simple shapes and just the 
right stripes, these instructions 
will help you create your own 
Waldo pictures. 


23 WALDO HALI OF FAME 

Waldo takes an up-close look at 
two famous explorers: Marco 
Polo and Christopher Columbus. 


32 

Just when you think you've 
reached the end of this issue, 
you can go back and find the 
items on Waldo’s list. 


Hiking is more than great 
exercise—it's also a terrific way 
to see the world. Here are the 
basics of long-distance walking. 





People always sary 
that if they had my 
powers they’d have 
lots of Fan. But there 
are all hinds of ways 
to have fun without 
magic powers. Just 
try these cool tricks 
and wild lingo and 
see for yourself! 


There I was, hanging out with Waldo at this intergalactic party, when a young 
woman told me my robe was really sweet. So I tasted it. Let me tell you, it 
didn’t taste too sweet. You’re such a barney, she says. No, I tell her, my 
name’s Whitebeard. Then Waldo says she’s not calling me Barney; she’s calling 
me a barney. Waldo and Wenda came to my rescue and explained all these 
new words. I have to admit, they’re really... clutch. 


BARNEY— clumsy, a geek: He's a real bar¬ 
ney; he even wears a pocket protector. 
BUNDT— something totally useless, 
stupid: Dude, that car of yours is totally 
bundt! 

CLUTCH— the greatest, cool: The new 
math teacher is totally clutch. 

CRUMB SNATCHER— little kid: I was on my 
way to the mall, but my brother, the 
crumb snatcher, tagged along. 

411— news/information: So, what's the 411 


on those new shoes? 

HOUGE (HO-ghee)—to scarf down food: 

After basketball practice, 1 always want to 
houge some burgers and fries. 

O-RAMA— a suffix denoting a large quantity: 
Lunch was, like, pizza-o-rama. 

SPOCK OUT— check out: Spock out the shoes | 
on that guy! 

SWEET— cool: Your new bike is really sweet. | 
WITNESS— see: Did you witness Bill’s new 
surfboard? 



SPOON SPORT! 

Warm the bowl of a 
metal spoon by rub¬ 
bing it or by running 
warm water on it and 
then drying it. (The 


trick won’t work if 
the spoon is cool.) 
Place the spoon’s 
bowl on the end of 
your nose. When you 
feel the spoon start 
to stick, tilt your head 


back a little and slow¬ 
ly let go of the handle. 
How long can you 
hang your spoon? If 
anyone asks what 
you’re doing, just say, 
“Don’t be so nosey!” 
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:: wmthewiz 

,' hat ' s bad f or ch b '° de S r *ble, a„d 

Instead, try po e "Wro nm 

ch ocein y°“r c k L ucanln ^l' 

the "** nS- Ckage su 8gesting t ha * 
ou tside f or 


You will need: a file folder or other lightweight 
cardboard, a piece of notebook or typing paper, 
scissors, a ruler, and cellophane tape 


I Cut a 6-inch square from the folder and a 
• 4-inch square from the paper. Fold the 
squares in half diagonally. 


Cut a 1/2-inch triangle off of a corner of 
the 4-inch square. 


3 Unfold both squares. Place the 4-inch 
• paper square on top of the 6-inch square, 
so the center of the cut edge touches one corner 
of the 6-inch square. 


4 Two sides of the small square will hang 
• over the large square. Fold these sides 
over the sides of the large square and tape them 
down firmly. (The small square is going to pop out 
of the larger square.) 


5 Fold the large square with the small one 
• inside it. Hold by the corner farther from 
the tape, with the small square down. 


6 Snap your hand and wrist down 
• quickly. The paper on the inside 
will unfold with a loud popping sound. 
Refold the inside square and make it pop 
again! 

























Waldo’s on the move again! This time, he’s 
popping up in bookstores, video game shops, 
and even department stores. Is the lanky adven¬ 
turer taking time out to do some shopping? No, 
he’s appearing on a whole new line of wild 
Waldo merchandise. 


TIES 

If you're looking for a 
gift for your dad that 
both you and he can 
enjoy, why not pick up 
a Waldo tie from 
Schreter Neckwear? If 
you have a sharp eye 
you can find Waldo 
hiding in seven differ¬ 
ent scenes from his 
books. 

The ties retail for 
about $35 each and are 
available in depart¬ 
ment stores or by call¬ 
ing 1-800-DIAL-TIE. 


VIDEOS 

Waldo is invading the 
world of videotapes 
with two new 30- 
minute titles—"The 
Merry X-Mas Mix-Up" 
and "The Meanie 
Genie of Aladdin's 
Lamp." Both serve up 
mazes and search-and- 
find puzzles that view¬ 
ers can solve with a 
push of the VCR's 
pause button. 

In "The Merry X-mas 
Mix-Up," Waldo and 
his friends learn that 
Santa's gift lists have 
been scrambled. It's 
up to Waldo, Wenda, 


BOOK NOOK 


Waldo is now 
appearing in two 
books chock full 
of activities and 
adventure. "Fun 
With Waldo" and 
"More Fun With 
Waldo" feature 
Waldo, Wenda, 

Woof, and the rest of 
the gang from the orig¬ 
inal Waldo books. 

Readers can rock in 
the stone age, swing 
through a jungle full of 


animal friends, 
and rocket into outer 
space while keeping an 
eye peeled for Waldo 
and his buddies. They 
also offer plenty of 
trivia and rid¬ 
dles, too, with 
big, bright 
pictures. You 
can find both 
in bookstores 
everywhere 
for $3.95. 


and the gang to help 
straighten things out. 

The Meanie Genie of 
Aladdin's Lamp" is 
about a genie who's 
causing trouble in 
Lampsmania. Waldo 
travels to the leg¬ 


endary city and finds 
out that the genie will 
destroy Lampsmania 
unless he finds Fen¬ 
wick, who created the 
genie's first lamp. 

Both are available for 
$19.99 at video stores. 









Quaker Oat Life, the delicious 
wholegrain oat cereal! 


You'll 
wanna 
eat it ! 


j" fQ<orunr 


| MANUFACTURER COUPON [ EXPIRES JULY 31,1993^ 


Quaker Oat Lite 

i Cereal 


"Life Cereal is 
bodacious and 


"No hi 
not, 


outrageous and rad." it's 

good! 





























Katie Gornall, I 0 years 
old, lives in the village of 
Pluckley, England and is 
a big fan of Waldo! We 
asked Katie to drop in 
on Martin HI and ford and 
talk to him about how 
he created Waldo and 
how he draws those in¬ 
credible crowd scenes! 
Here’s Katie’s story. 



I had been looking for¬ 
ward to meeting my 
hero, Martin Handford, the 
creator of Waldo, for a long 
time. I had heard, though, that 
he was a very private person 
who didn't like doing inter¬ 
views. I wondered how he 
would react to my questions. 

I needn't have worried. Mr. 
Handford answered the door 
with a smile and two happy 
Labradors named Bonny and 
Dougal. He didn't look like 
Waldo, but he had Waldo's 
other characteristics: Mr. 
Handford was friendly, cheer¬ 
ful, and a font of trivia. 

Mr. Handford lives on a 
quiet street in St. Albans, 
north of London, England. As 
he showed me his small, tidy 
studio, his illustrations began 
to come to life. Drawings 
Waldo lay on a large tabl< 

Pens and bottles of cof 
ink were stacked neath 
within reach. 

Our interview began 
as we settled down to 
a cup of tea for him and 

Waldo’s wackiness 
gets started in 
detailed sketches (ri; 


Martin Handford 


a fizzy drink for me. 

Where's Waldo?Magazine: 
Have you been drawing a long 
time? 

Martin Handford: Yes, since 
early childhood, when I spent 
many hours drawing to pass 
the time. 

WWM: When you were a 
child, what did you like to 
draw most? 

MH: I was particularly inspired 
by the entertainment most 
boys of my age enjoyed: toy 
soldiers, swashbuckling films, 
and historical adventure sto¬ 
ries in comics. 

The thrill I got from films 
inspired me to go home and 
draw pictures where I could 
continue on paper whatever 
adventure I had just seen. 
Crowd scenesrusually bat¬ 


tles, were the pictures I en¬ 
joyed drawing most. 

WWM: Were films your only 
inspiration? 

MH: No, I have a very vivid 
imagination and could easily 
immerse myself in all types of 
adventures until I felt I was 
really living them. 

History especially appealed 
to me. I had a vision of history 
as a pageant of colorful char¬ 
acters in exciting situations. 
Invariably, I find the novelty 
of images from the past, like 
costumes, vehicles, architec¬ 
ture, etc., more appealing 
than those of the present. 
WWM: I've heard that you 
collect toys, especially toy 
soldiers. Did you use these to 
make the crowd scenes you 
imagined come to life? 

MH: Yes. I used to enjoy 


parades, military formations, 
and battle re-enactments. Mil¬ 
itary history was my passion 
as I grew up. And miniature 
things have always fascinated 
me, too. 

WWM: Did you go on to an art 
college? 

MH: Yes, and I took a course 
specializing in illustration, 
which was a turning point in 
my development as an artist. 
Prior to going to college, my 
audience was strictly limited 
to anyone who visited the art 
galleries where I occasionally 
exhibited work. 

WWM: What did you do after 
college? 

MH: I started finding illustra¬ 
tion work for magazines, 
newspapers, book publishers, 
and advertising agencies. 
My work has been al- 
SC£'nesL.usu- 
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Waldo scene? 

MH: Yes, and I have a good se¬ 
lection of history books. But I 
have a photographic memory 
for detail that interests me, 
like historical buildings, 
costumes, and such. 

WWM: Do you see the pic¬ 
tures in your mind before you 
start drawing? 


February, 1985, an art director 
at Walker Books noticed one 
of my illustrations and asked 
me to illustrate a book of 
crowd scenes. The only aspect 
of the project that seemed un¬ 
resolved was the choice of a 
theme linking these pictures 
together. This was the point 
when Wally, as he is known in 
England, was invented to be 
lost in each picture. 1 gave 
him his distinctive appear¬ 
ance, so that the reader would 
know it was him. I called him 
Wally, because in England it 
was such an ordinary, almost 
comical name. I wanted him to 
be the opposite of an out-of- 
this-world super-hero. 

Wally is now known by dif¬ 
ferent names in different 
countries. We picked Waldo 
for the U.S. because it seemed 
to suit him. It sounded friend¬ 
ly and a little nostalgic. 

When I found out from fan 
mail sent by children that 
Waldo seemed very popular, it 
seemed a good idea to give 
him companions, like his 
faithful dog, Woof. 

WWM: Do you do a lot of re¬ 
search when you're drawing a 

A recent crowd scene sketch (above); as a child, 
Martin drew crowd scenes, but no Waldo (right). 
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“I had a vision of 
history as a pageant of 
colorful characters in 
exciting situations” 


MH: Absolutely. Most of the 
crowd scenes in the Waldo 
books have been floating 
around in my mind for years. 
WWM: Where do all the jokes 
in your pictures come from? 
MH: Once I've decided on the 
subject my mind moves quite 
freely along a route of related 
ideas. For example, once I had 
decided to do an underwater 
scene, my thoughts went to 
fish, different colored fish- 
fish with different names that 
could be visual puns, like dog¬ 
fish and catfish—then to other 
sea creature like crabs, sea 
lions, mermaids even. Then I 
considered the setting, includ¬ 
ing rocks, seaweed, and 
buried treasure. One thought 
leads to another, until I have 
enough ideas. 

WWM: Where do you 


start? Do you draw the out¬ 
lines first and then add color? 
MH: I basically work from the 
upper left corner down and to 
the right, drawing sections 
with a pen outline and then 
filling them in with water- 
color paints and a brush. I do 
a section at a time, filling in 
details as I go along. 

WWM: There is often a lot of 
mayhem in your pictures. Why 
is this? 

MH: These are the kinds of 
things I enjoyed when I was 
young. My pictures are always 
humorous and usually set in 
far-off lands, so I hope read¬ 
ers understand that the scenes 
are not real and that no one is 
really getting hurt. 

WWM: What are your other 
interests? 

MH: I'm interested in history, 
comics, miniature figures, 
films, all the things I liked as a 
child. And sometimes I'll read 
books like encyclopedias, 
where I can select a subject at 
random and read about it. 
WWM: You sound a little like 
Waldo, always visiting differ¬ 
ent times and places. 

MH: Yes, and I 
don't even have to 
leave my studio to 
go on an 
adventure! 












Wisdom from Wizard Whitebeard 
An original comic starring Woof 
Famous explorers featured in the 
Waldo Hall of Fame 
Plus puzzles, activities, and 
hidden surprises 


The famous star of best-selling 
books and TV shows is headed for 
Where’s Waldo? Magazine. 

You, too, can follow the 
adventures of Waldo as he 
rockets into outer space, 
encounters explorers, and 
concocts sensational secret 
codes, puzzles and games. 


Each issue will include; 



CLIP AND MAIL THIS COUPON TO: Where’s Waldo? Magazine, P.O. Box 7560 Red Oak, IA 51591 

Is! Send me a one-year subscription (4 issues) to Where's Waldo? Magazine as follows: 


City, State & Zip Coc 


One year subscription: $7.50 (per order) 

State Sales Tax (if applicable) $ _ 

County Sales (if applicable) $_ 

Total Amount $_ 


□You may charge my credit card $7.50 (plus applicable s: 
follows) □ Visa □ Master Card 

Card # _ Exp. Date_ 

Signature _ 


good in the U.S., U.S. possessions, 
(Winter/Spring/Summer/Fall.) Plea 
subscription rate is $7.80. 


>e made payable to Where’s Waldo? Mi 
and APO/FPO. The magazine will be ma 
e allow 8-10 weeks for service of your 
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Alphabet 

O 


G reetings, gang! Odlaw here. If you’re out to foil 
the forces of good, the first thing to do is 
concoct a code that will keep the good guys from 
discovering your plan. That’s why I’m giving you this 
code wheel. It will help you create lots of codes, so 
you can quickly switch to a new one. 

First, cut out the wheels on this page. Everyone who 
needs to decode your messages will need a copy of 
both, so carefully copy them by hand or make 
photocopies. 

Once you’ve made your copies, use a paper fastener 
to attach the small circle to the middle of the large 
circle. 

The inner circle is your master alphabet, and the 
outer circle is your code. If you spin the A on the 
master alphabet over four letters, then A becomes 
D, B becomes E, and so on. That means that the 
word “bad” would be spelled “edg.” 


>>iriv* 





'tricty Tcte 


D on’t listen 

to that 
oddball 
Odlaw! You 
don’t have to 
be a bad guy to 
get a kick out 
of codes. In 
addition to 

written codes, you can use a lot of secret languages to keep people from understanding what 
you and your friends are saying. Here’s one I like to use when I'm traveling through time. 

All you do is add an “ing” after every consonant in a word and say the vowels out loud. For 
example, Waldo becomes Wing-a-ling-ding-o and Woof is Wing-oo-fing. You’ll find a few 
more examples below: 

Wenda: Wing-e-ning-ding-a Odlaw: O-ding-ling-a-wing 

Travel: Ting-ring-a-ving-e-ling Wizard: Wing-i-zing-a-ring-ding 

After a little practice, you and your friends will be speaking perfect “Ing-lish.” 





aldo’s right—codes are fun. And I’ve got a 
great way to send secret messages to 
First, you’ll need a little milk, a toothpick, a 
of paper, and an envelope with either ashes 
sure they’re cool before you touch them!) 
shavings from a pencil sharpener, 
in the milk and write your 
message on the paper. When 
it dries, the message will be 
invisible. Then, to reveal your 
message, just rub 
some of the ashes 
or graphite across 
the paper. The 
words will 
appear—ta dah! 
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S PACE 


Where, oh where has our Waldo gone this time? He's hiding 
somewhere in the Fantastic metropolis oF Space City. Can you 
Find him? While you’re looking For your Favorite wanderer, 
keep an eye open For someone who knows two heads are better 
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than one; a woman who's 
really in the swim oF things; 
and a boy who’s heels over 
head about liFe in space. 




WALDO: Hi, Waldo fans! I'm speaking to 
you from a million miles east of Venus, 
in Space City. Things are really hopping 
here. I'll try to find out what's going on. 
Excuse me, do you have a moment? 

MOONA: Sure, I'll talk to 
you... 

LOONA: ...and so will I! 
WALDO: I’m Waldo. 
MOONA: Hi! He's Loona. 
LOONA: And he's Moona. 

WALDO: Why is everyone running? 

■j 

MOONA: That's easy! We're getting 
ready for the Intergalactic Olympics, 
and we need our exercise! 

LOONA: That's right! We're running in 
the 4 -zillion light-year dash against the 
champions from Zorchtron. 

WALDO: If you're getting ready to run a 
race, why are you eating so much? 
MOONA: We're hungry. 

LOONA: Our highly-evolved metabolism 
lets us eat and run at the same time. 
WALDO: But you're eating junk food! 
MOONA: For us, junk food is health 
food—and the junkier, the better. 
LOONA: After we finish these hambur¬ 
gers and milkshakes, we're going to 
down a few chocolate bars. Want to 
join us for lunch? 

WALDO: No thanks. I'm watching my 
1 health. 

MOONA: Well, we'd better run, Waldo. 
LOONA: Come see us in the race! 
WALDO: I'll do that! 














































WOOF! 

WAIT! 


' There’s 1 
a monster in 
.Waldo’s garage, 
y that’s what’s, 
the < 
M matter. < 


What’s 

the matter, buddy?] 


’ What’s 
the 

matter? 




Woof! Come ^ 

jnnnnnnaj^ 
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That’s right! It had huge 
fangs and glowing eyes that shot 
, out horrible rays! 


Gosh! 


What did 
. you do, 
VWoof?. 


T Well,^ 

first I 

grabbed the 
thing. 

And then... 


Woof! WhaTs 
wrong, BOY? 


LOOK OUT! . 
Here comes the 
monster! 


r Thanks,^ 

lUncle Waldo. 


^Anytime/S 
1 Willy. Drive 
^afelyL / 1 


Jr Whoops! 

, How 
embarrassing, 



































Want to try your hand at drawing Waldo? Well, here’s how to get started. First, 
sketch in the shapes you see on the left. Then, lightly draw features like his fingers, 
hair, and hat. Add details like the stripes on his shirt and a backpack, color him in, 


Just draw him into a jungle 


Now, take your Waldo wherever you want him to go. 
scene, a traffic jam, or a sunny beach. 
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Now you " (j : <? 

,^|||ppP' p ^ too can become a member of the 
^ipF^ Official Waldo Watcher's Club! Have a 
M r good time as you help Waldo and his friends explore 
r fun facts and solve wacky adventures in this entertaining kit 
full of exciting things to do. 

Every Waldo Watchers Fun Kit includes: 

• Color Activity Newsletter full of games, puzzles, mazes and 
Waldo sightings 

• An Official Membership Certificate (suitable for framing) 

\ • A Waldo Canvas Book Bag 

| • Binoculars 

s' k • Waldo and Friends Color Stickers 
/ • 3-D Waldo Adventure Cards with 3-D Viewer / / 


' Each Waldo Watchers Fun Kit is only $9.95 
(includes shipping and handling). 

So come on all you Waldo Watchers - join the club 
and help Waldo find his way to fun and adventure! 


Waldo Watcher T-Shirt Offer 

Proudly show the world that you are an expert 
Waldo Watcher with this official Waldo 
Watcher T-shirt! Each oversized, cotton T-shirt 
features a colorful Waldo design that is sure to 
be an adventure! 


i Child's T-shirt (one size fits all) only $ 9.95 
i Adult's T-shirt (one size fits all) only $12.95 

Shipping & handling is included 
in the price 


ORDER FORM 


Quantity Total Price 

Waldo Watcher Fun Kit @$ 9.95 x__ = __ 

Child's Waldo Watcher T-shirt @$ 9.95 x 

Adult's Waldo Watcher T-shirt @$12.95 x_= _ 

Save $3.00! 

Combo: Kit/Child's T-shirt @$16.90 l lBlair|/ f _ 

Combo: Kit/Adult's T-shirt @$19.90 L . 


Name: _ 

Address:. 


City: _( _ 

State:_Zip: _ _ 

Send check or money order payable to Where's 
Waldo, Inc. to: Where’s Waldo Fun Kit/T-Shirt 
5959 Triumph Street 
Commerce, CA 90040 

Offer expires December 31,1993 or while supplies last. Offer good only in the U.S.A., Puerto Rico 
and U.S. Military installations. Please Allow 8 weeks for delivery. 


Total: 


$ _ 




















G reetings, fellow wayfarers! 

You know, there’s nothing 
more thrilling to me than a 
voyage into the far reaches of 
the world. And I’m not the 
only person who’s felt this 
way. People have traveled far 
and wide in search of 
excitement and new places 
for centuries. Join me as I 
visit two of the greatest ex¬ 
plorers ever. 


MARCO “ ,s 


1275 and 
the place is 
Cathay 
(that's 


China to us 20th century 
folks). An historic event has 
just occurred. The great 
Marco Polo has arrived at 
the court of Kublai Kahn, the 
ruler of Cathay. You see, 
Marco Polo was the first Eu¬ 
ropean to write about his ad¬ 
ventures crossing the conti¬ 
nent of Asia and to return 
with the rich treasures of the 
East! 

Polo was born in 1254 in 
Venice, Italy. When he was a 


boy, his father, Niccolo, and 
his uncle, Maffeo, set sail 
from Venice and wound up in 
Cathay. Talk about taking a 
wrong turn! They returned in 
1271, when Marco was almost 
16 years old. The Polos had 
barely settled down when 
they decided to return to 
Cathay, this time on purpose. 
And they took young Marco 
with them. 

Their journey across Asia 


took three and a half years 
and ended at Shanti, Kublai 
Kahn's summer capitol. While 
there, Marco was taken into 
the mighty ruler's court, and 
became one of his attendants 
of honor. 

The Polos spent 17 years in 
Cathay, and in 1292, set sail 
for Italy. On reaching home 
four years later, Polo 
published his adventures in a 
book called The Travels of 


Marco Polo’s historic return to Venice is 
depicted in this colorful Medieval tapestry. 
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Marco Polo. He described 
Cathay's postal system, tea 
drinking, and the amazing 
Great Wall. His book piqued 
people's interest in the Far 
East and introduced Euro¬ 
peans to many Chinese in¬ 
ventions like the compass, 
spaghetti, and fireworks, as 
well as paper-making and an 
early kind of printing. And 
other explorers, eager to 
bring back more amazing 
treasures, followed Marco 
Polo's lead. 


CHRISTOPHER 



Ah, sunny Spain. See those 
ships over there? They be¬ 
long to none other than 
Christopher Columbus, who 
has just returned from the 
first recorded sailing across 
the Atlantic Ocean. 

Columbus was born in 1451, 
and for the first part of his 
life probably worked as a 
weaver. He soon developed a 
love of the sea, thanks to his 
trips to collect supplies. In 
his 20s, Columbus became a 
sailor and moved to Lisbon, 
Portugal, which at the time 
was the center of Europe's 
shipping industry. Eager to 
learn more about the sea, 
Columbus taught himself to 
read and write and soon 
came upon Marco Polo's fa¬ 




Christopher Columbus’s map reading 
is interrupted by shouts of “Land ho!” 


mous book. 

It opened up 
a whole new 
world to 
Columbus. 

Contrary 
to popular 
belief, in 
Columbus's 
day it was 
known that 
the earth was 
round. In 
fact, every¬ 
one believed 
that a ship 
could reach 
Asia by sail¬ 
ing west, but no 
one had ever done it. (At the 
time, Europeans took ships 
south, around the coasts of 
Europe and Africa and then 
turned east to Asia.) Colum¬ 
bus decided to try sailing 
west. There was only one 
problem: money. 

Columbus first asked the 
Portuguese government for 
the cash to mount his 
expedition. But it was al¬ 
ready spending heavily on 
the exploration of West 
Africa. Columbus then tried 
England, which also turned 
him down. He then went to 
Spain, where he found some 
agreeable people: King Ferdi¬ 
nand and Queen Isabella. 

On August 3,1492, Colum¬ 
bus and his three ships, the 
Nina, the Pinta, and the 
Santa Maria, set sail. For al¬ 


most 70 days, Columbus and 
his crew sailed with no land 
in sight. Finally, on October 
12, they spotted one of the 
Bahama's outlying islands, 
which Columbus named San 
Salvadore. Today, it is called 
Watling Island. 

Columbus thought that 
they had reached Japan! He 
found some gold in the 
streams and bartered with 
the natives for gold bracelets 
to take home. Then, still not 
realizing that he had found 
an unexpected continent, he 
set off in search of China. 

Columbus never did find 
China. Instead, he landed on 
Cuba and other Caribbean is¬ 
lands, charting the course for 
many European explorers 
and settlers to come. 

—Christine Sokoloski 
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Shampoo and Toiletries 
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No-Tear Shampoo, Spray-On Conditioning 
Detangler, Gentle Bubble Bath and Aloe-Enriched 
Liquid Soap 


> are bath and beauty basics 
for everyday grooming fun! 


The fun kids want 
The quality mothers < 
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s we all 
know, 

Waldo loves to 
walk 
every¬ 
where. 

why not? Walking is a 
way-cool way to get around. 
When you walk, you see things 
you would miss in a car or a 
bus, not to mention a boat or 
an airplane. And walking can 
take you off the beaten 
path, where even 
bicycles and cars 
just can't go. 

England is 
one of Waldo's 
favorite places 
to go walking. 

"Trekkers," as 
they are called 
there, tour the entire 
country by foot, roam¬ 
ing the paths that connect most 
villages and towns. 

And now walking is becom¬ 
ing popular in America, both as 
transportation and as a sport. 
It has all the advantages of jog¬ 
ging, without the torn liga¬ 
ments and stress. And like 
other sports in America, it’s 
generated its own special 
equipment, clubs, clothes and 
even magazines. 


A LT|METER 
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But the sport involves much 
more than just putting one foot 
in front of another. Take a tour 
of this article and check out 
the wild world of walking! 

Hihikg the Thau 

There are trails made just 
for walking all across the U.S.A. 
One of the oldest and longest 
is the Appalachian Trail. Creat¬ 
ed in 1921, the trail runs from 
Maine to Georgia, pass¬ 
ing through a total 
of 14 states. 

Along the 
way, you'll find 
cabins where 
hikers can stay, 
and where they 
can leave notes to 
each other about 
their adventures. 

Tens of thou¬ 
sands of people use the 
trail each year, although 
very few go the whole 
distance. That journey can 
take about six months! When 
these determined walk¬ 
ers reach the end of the 
trail, they receive a 
certificate cele¬ 
brating their ac¬ 
complishment. If 
you'd like more 


•m 

information on the awesome 
Appalachian, write to: The Ap¬ 
palachian Trail Conference, 
Box 236, Harper's Ferry, WV, 
25425. 

The Long Trail is another 
great path to hike. It runs 
about 265 miles, through 
forests and mountains from 
Massachusetts to the Canadian 
border. It has walks for hikers 
of all skill levels, from easy 
strolls that take two or three 
days to tough, short climbs on 
steep paths that take five or six 
hours. When you reach the top 
of one of these paths, the 
payoff is a 








FREEZE- 
DRIED ICE 

waistpack! It's a CREAM 
windbreaker! No, 
it’s both. This 
space-effi¬ 
cient jacket 
folds up into 
its own pocket 
and ties around 
your waist. 

HIKING HOUND: If 

your dog loves to walk, 
let him carry his own back¬ 
pack. The pooch-pack straps on 
the dog's back and hangs down 
on either side like a saddle 
bag. 

FREEZE-DRIED ICE CREAM: 

Originally developed for use in 
space travel, this lightweight 
ice-cream powder is available 
to walkers everywhere. It 
comes in two flavors: Neopoli- 
tan and ice-cream sandwich. 

You can add water, but most 
hikers just crunch on it dry. 
ALTIMETER: Take this on your 
next hike and you'll know ex¬ 
actly how high each trail takes 
you. The altimeter mea¬ 
sures altitude up 
to 18,000 feet— 
that’s almost 
3.5 miles. 


walking has its own special 
style. You can walk in whatev¬ 
er you'd like. But if you're seri¬ 
ous about strolling, you may 
want to try some of 
these amblin' acces¬ 
sories: 

head LAMP: Thanks to 
this little gizmo, you'll 
never have to be afraid of 
the dark again! Just 
strap it on, flick 
the switch, and 
you'll be ready 
for a ramble in 
the night. 
GAITERS: ]|eh|X: 
these gaiters don't bite. They 
are nylon sleeves that fit over 
the tops of your shoes to keep 
sand and pebbles from slipping 
inside. 

PEDOMETER: This handy doo¬ 
dad keeps track of your tracks. 
Made to hang on your belt, the 
pedometer tells you how many 
miles you've walked and how 
long it has taken you. 

TOPO CHOCOLATE: These 
milk chocolate candies are 
topologicaly correct repli¬ 
cas of mountains that 
hikers can climb, 
like Pike's Peak 
or the Rockies. 

The candy even 
has all the ridges 
and peaks of an ac¬ 
tual mountain range. 

A hiker can use this 
tasty snack as a map before 
eating it! 

PACK-IT JACKET: It's a 


HEAD LAMPS 

rustic cabins. For more infor¬ 
mation on the Long Trail, write 
to The Green Mountain Club, 
P.O. Box 889, Montpelier, VT, 
05602. 

Hiking for Health 

Walking over rough terrain, 
climbing up steep hillsides, and 
fording rivers can really keep a 
person in shape. In fact, hikers 
are among our fittest athletes. 
Hiking is less stressful than 
jogging or aerobics, because 
you don't put as much pres¬ 
sure on your ankles and knees 
with every step as you do 
when you run or jump up and 
down. And over long distances, 
a brisk hike really kicks your 
cardio-vascular system into 
high gear. 


breathtaking view of the coun¬ 
tryside. All these trails connect, 
so serious hikers can walk for 
want, sleeping in 


Wild Walking Gear 

Like any other serious sport, 
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But don't 
worry 
about the 
altimeter 
weighing yofl^ % 
down. Like most 
walking gear, it's designed to 




rangers, sporting 
goods shops, or at the 
libraryifo learn about 
trails in your area. 
You can also get in 
touchj»|vith national 
groups like the Sierra 


be as light as possible. The Club that will be able 


altimeter weighs a mere 
ounces! 

Mall Meanderers 

In Ann Arbor, Michigan, winter 
weather can get seriously cold 
and snowy. What's a de¬ 
voted walker to do? 

Walk inside, that's 
what. The Briarwood 
Mall opens its 
doors early so 
walkers can 
take a few 
turns 
aroundL 
the shop¬ 
ping center 
before business 
One lap around the 
mall is j8 a Quarter 
mile, and some 
experienced 
walkers do more 
than four laps, window 
shopping, staying warm all 
the way. 

Tike A Hike! 

And do it with your friends 
and family. Hiking trails come 
in a wide variety of lengths 
and levels of difficulty, and 
you can find one that's perfect 
for you. Check with local park 


to tell Hiu which 
trails are right for 
yp|. Local Hubs 
often organize hikes for the 
walkers, in their areas. So 


and Peanuts) is good, too. You 


check the phone book and give J|tcan throw in chocolate chips 


'em a call. 

Another good way to find 
out about trails and hiking 
is to read a hiking magazine. 
Two of the best known are * 
Outside and Backpacker. You 
can find them in 
sports shops that 
carry hiking 
equipment. 
This 
check¬ 
list is a 
good start- 


or create your own versioft f of 
GORP. 

WATER: Take your drinks with 
you in reusable plastic bottles. 
Don’t drink water in streams 
or pondsfSecause that can 
make you sick. 

CLOTHING: Be prepared. Bring 
a sweater, a T-shirt, a turtle¬ 
neck, and an extra pair of 
woolen socks if you're going to 
be out for more than a couple 
of hours. In wooded areas, 
temperature can drop quickly. 


new hikers: 
BACKPACK OR 

WAISTPACK: For long 
hikes, a backpack gives you 
lots of room for equipment 
and food. A waistpack is good 
for shorter hikes. 

SNACKS: It's important to pack 
something that will give you 
plenty of energy. Fruit is a 
good standby—it needs no 
cooking, and doesn't create 
garbage when you're done. 
GORP (that's Good Old Raisins 


point for MATCHES: Just 


in case 


y< If 

need to make a fire; keep them 
in a waterproof container. 






Here’s Bela Lugosi, one of the most 
famous monster stars of all, playing 
a mad scientist in The Ape Man. Bela 
injects himself with a secret serum 
to gain the power of an ape! And 
then he goes bananas! 


r Hurry up and find a ^ 
seat, please. The show’s 
||^about to begin! 


The scientists in The Creature From The 
Black Lagoon might not be mad, but they 
sure know how to make a monster angry! 
And the creature doesn’t take it lying 
down. This movie was originally released 
in 3-D, at the height of the 1950’s 3-D 
movie craze. 
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Boris Karloff (whose real name was 
William Henry Pratt) was another 
great monster-movie star, and here he 
is as Frankenstein’s Monster! To tell 
you the truth, I’ve always been wary of 
people with bolts in their necks! 


In / Was a Teen-age Werewolf, a 
kid’s social life is ruined when he 
grows fangs and howls at the moon. 
TV star Michael Landon turned into 
the troubled young monster when¬ 
ever he heard his high school’s bell! 
T&: - 


On the rampage in 
New York City, King 
Kong scales the 
Empire State Building 
the way most apes 
run up a tree. On 
screen, Kong seemed 
to stand 50 feet tall, 
but the model used 
to bring the ape to 
life was a mere 18 
inches tall! 


















8. A DEVICE THAT TELLS TREKKERS 
WHEN THEY’RE UP IN THE AIR 

9. A very “nosy” tree 
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Hello, Waldo watchers! Woof and I hope you 
loved the first issue of my magazine. But don't 
go anywhere, because there's still more fun to 
be found. 

Below you'll see a list of people and things 
that are scattered throughout this issue. Your 
job: go back and find them! Can you locate all 
ten? 

Just look at the bottom of this page, to see 
what page each item is on. 

1. A TEENAGER WHO REALLY NEEDS A SHAVE 

2 . A "do-it-yourself" Waldo 

A pie-lovine 

4. A “heel” UNDER A WHEEL 
5. A jumping grandpa 

6. Five wearable Waldo scenes 
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Sponsored by 

REPUBLIC 
NATIONAL BANK 
OF NEW YORK 


Centercharge 


Tickets also available at all Ticketmaster outlets 
croup Sales 212 268-3232 • information 212 268-0055 









THE CRITICS ARE HOOKED! 


Also available for NES and GameBoy. 

it your free Hook cassette, mail in the Universal Product Code (UPC) from the package of any Hook 
game and the Proof of Purchase tab from the Hook video movie (no photocopies, only original pack- 
ging will be accepted) along with your name and address and $1.50 for postage and handling to: 
HOOK Soundtrack Offer, P.O. Box 7696, Young America, MN 55573-7696. 

Limited to residents of the United States. While supplies last. 


(Nintendo) 


Check out what they’re saying about the incredible 
new Super NES version of Hook. 

“...one of the hottest action games I have ever played. 
The music is absolutely beautiM and the graphics are 
top-notch. ” — Super NES Buyer’s Guide 
“Hook is intelligently 
made from start to finish. 

Its execution is excellent. ” 

— Game Players Nintendo 
Guide 


“Hook’s multilayered, smoothly scrolling visuals 
inspire comparisons to Super NES legends, such as 
Adraiser and Super Castlevania N. The music is so good, 
you’ll want to crack open the cart and see if there’s a 
Compact Disc inside! Five-star game play. Hook succeeds 
in every way. ” — GamePro 

Hook. The ultimate 
adventure for your 
Super NES. You’ll be 
Hooked too! 


IMAGESOFT u 













